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NINTENDO CONTINUES TO LEAD 
THE VIDEO GAME MARKET 


3K Industry Retail Sales* — Nintendo Share of Market °° 


S6 Retail Dollar Sales (Billion) 


projected 


87 88 89 90 91 F9o3"* — Fo4*™ 


Industry Retail Sales Ml Nintendo Market Share 


*Includes both home and portable systems. Based on retail dollar sales. 
**Fiscal year ends 3/31. 


NINTENDO HISTORICAL 
RETAIL SALES* 


S 5 Billions of Dollars 
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_ Super NES li Game Boy "NES 


2K Total Nintendo business projected to grow by 21% in Fg4. 


Source: Nintendo of America Inc. 
* Nintendo retail sales include Nintendo licensees. 
**Fiscal year ends 3/31 
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NINTENDO 
RETAIL SALES 


Fiscal 1993 Fiscal 1994 
Actual* Projected* 
Dollars (mm) Units (mm) Dollars (mm) Units (mm) 
NES 
Hardware $245 2.7 $120 2.0 
Software 980 28.0 700 20.0 
Game Boy 
Hardware 310 4.0 300 4.5 
Software 625 25.0 729 27.0 
Super NES 
Hardware 858 6.6 1,085 8.5 
Software 1,265 23.0 2,240 40.0 
Total $4,283 $5,174 
% Change vs 


Prior Year + 22% + 21% 


*Fiscal year ending March 31 
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WHAT ARE THE KEY STRENGTHS OF 
THE SUPER NES THAT GUARANTEE 
CONTINUED SUCCESS? 


2K The largest installed base with over 8 million hardware 
units as of April, 1993 


> New technology like Super FX chip that leads to superior 
game play 


> Players continuing love affair with the variety of key 
Nintendo Characters - Mario, Yoshi, Zelda & Link 


2 Wider variety of great games 


3K Strong marketing support 


SUPER NES SUPPORT IN THE 
SECOND HALF 


2K Six new games from NOA 
=~ Yoshi’s Safari GGuperscope) — August 
=> Super Mario All-Stars — August 
-> Mario & Wario — September 
=—> NHL Stanley Cup — November 
“> Battle Clash II (Superscope) — November 
=> FX Trax (Super FX game) — December 


2K New Superscope configuration without game 
— Low $29.95 suggested retail 


3K Total Super NES library of over 275 games by 
Christmas 
—> 75 new licensee games in 2nd half 


3K Over $28 million in advertising support 
= Super Mario All-Stars 
-> Mario & Wario 
—> FX Trax 
=> Yoshi’s Safari / Battle Clash II 
=-> Continuing support for Super Mario Kart 
& StarFox 
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GAME Boy CONTINUES TO BE THE 
HAND-HELD OF CHOICE... BY FAR 


2K Total installed base of over 12 million units 
3K Strong sales of Basic Set means huge software opportunity 


2K Low price, new configuration and strong 
software keep Game Boy #1 


3K The unquestioned leader in the portable 


category* 
=> June ’92 84.6% 
=> December ’92 73.5% 
=> March ’93 90.7% 


=> Cume share — 
last 12 months 78.9% 


* TRST portable hardware unit sales 
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GAME Boy SUPPORT IN THE 
SECOND HALF 


3K Four new games from NOA 
> The Legend of Zelda — Link’s Awakening — August 
=> Kirby’s Pinball — November 
=> Wario Land — December 
=> Tetris 2 — December 


3K Total library of over 315 games by Christmas 
=> 50 new titles in the second half 


3K Over $15 million in advertising support 
=—> The Legend of Zelda — Link’s Awakening 
=> Wario Land 
=~ Tetris 2 
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NES REMAINS THE SYSTEM OF 
CHOICE FOR MILLIONS OF PLAYERS 


3K New NES hardware configuration will reignite 
the 8-bit arena 
=> Contains reduced size Control Deck, one 
controller and RF Cable 
~> Suggested retail $49.95 


3K Over 35 million installed systems 
=> Huge software opportunity with over 30 
new titles in 2nd half 


2K Continues to be best system for first-time players 
= After 7 years still over an $800 million business 


ae aw f 
i i i ee 


Pw a a ako 


NINTENDO REMAINS COMMITTED 
TO THE NES 


>& New hardware configuration 


2K Two new games 
= Kirby’s Adventure (May) 
—> Tetris 2 (October) 


2K Over 620 titles in the NES Library by Christmas 
=> 30 more from licensees in second half 


3K Over $5 million in advertising support in second half 
=> Kirby’s Adventure 
=> Tetris 2 
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NINTENDO POWER — 5 YEARS OLD 
AND GETTING BETTER ALL THE TIME 


3K Nintendo Power is the source for video game information 
with over 4 times the circulation of its closest competitor 


Guaranteed Circulation 


in Thousands 


1,000 1,000 


250 


ie) 1 ie) 1 


mNintendo Power sNintendo Power mGamePro s#VG&CE sEGM =Game Player’s 
Retail Subscribers 
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NINTENDO POWER — MORE 
OPPORTUNITIES THAN EVER 


2K Be sure you're in-stock on Player’s Guides 
-> Great margins — not time sensitive 
=> Don’t forget to re-order! 


3K Did you know that the Super NES Zelda Player’s Guide 
earned more profit for select retailers in Qa than did the 
#10-ranked Game Boy game? 


3K Upcoming publications from Nintendo 
=> Zelda / Mario comic graphic novels (now) 
=> Mario Paint Players Guide (July) 
=> Game Boy Zelda Player’s Guide (Fall) 


2K Don’t forget to tum in your Nintendo Power 
reconciliation forms 
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WORLD OF NINTENDO 


2K The most powerful merchandising program in the business 
— Total RMP accrual of 4.0% 
=~ Participation in 1993 in-store holiday 
demonstrator program 
= Free World of Nintendo logo signs 
= Priority support from NMI merchandising team 
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1993 RETAIL 
MARKETING PROGRAM 


3K One advertising and merchandising fund for NES, Game 
Boy and Super NES allows more flexibility 
=> 3.0% total RMP accrual for Non-WON 
=> 4.0% total RMP accrual for WON 


2 Suggested allocation of RMP funds 
=> 70% advertising 
—> 25% merchandising 
> 5% promotion 


>& RMP accrual period extended to March 31, 1994 
> Allows for aggressive Q4 advertising activity 
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MARKETING FLOWCHART 
SECOND HALF 1993 


PROMOTION 
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SUPER NES 


JUNE 


JULY 


AUGUST 


SEPTEMBER 


OCTOBER 


NOVEMBER 


DECEMBER 


S4.0mm 


YOSHI 
BATTLE CL 


SUPER MARIO ALL-STARS $5.0mm 


MARIO & WARIO $5.0mm 


STARFOX $4.0mm 


SUPER MARIO KART 


*S SAFARI 
ASH 11 $5.0mm 


FX TRAX 
$5.0mm 


GAME BOY 


ZELDA $5.0mm 


TETRIS 2 $4.0mm 


WARIO LAND $6.0mm 


POWER 
MAGAZINE 


POWER 
MAGAZINE 


RMP / MERCHANDISING / COOP 


POWER 
MAGAZINE 


PUBLIC RELATIONS 


POWER 
MAGAZINE 


POWER 
MAGAZINE 


GAME COUNSELOR / CONSUMER SERVICE 


DOMINO’S PIZZA 


POWER 
MAGAZINE 


POWER 
MAGAZINE 
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LOOK FOR A STRONG SECOND HALF 
AND ANOTHER NINTENDO CHRISTMAS 


3K Total Nintendo sales will be up 21% over 1992 


3K All three product lines continue to represent big 
opportunities 


3K Mega-Marketing support of over $100 million 

=> Over $48 million in real second half 
advertising support (Super NES, 
Game Boy and NES) 

=> Additional $12mm in media support from 
promotional partners (Domino’s and Kool-Aid) 

=> Exciting consumer promotions 

=> Strong merchandising support 

=> Wide variety of Nintendo Power publications 


2K RMP flexibility for improved advertising and 
merchandising 


